










i:DIXIE.KONG!S 


Dixie's in deep trouble, 
but she's still kiddin' 
around. See for yourself! 


.^•"strategies and most 
tantalizing tips ever 
for navigating the isles 
1 1 |>f. ptong Country. 


Double Trouble! 



















Tetris Strikes Again 

HELP!!!!!! I hate yoi 


I (big deal, he 1 ; 




Paul Gvildys 
Scarborough, Ontario > 


i table. It was the N64 
I quickly popped the 


plete him in 0T 
dition, though, and they 
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limbs the charts probably due to 
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O SUPER MARIO RPG 

Nintendo i 

1 j 

7 

Q DONKEY KONG COUNTRY 3: 
DIXIES DOUBLE TROUBLE 

Nintendo 1 

NEW \ 

1 

© TETRIS ATTACK 

Nintendo j 

5 j 

4 

4 CHRONO TRIGGER 

Square Soft \ 

4 \ 

16 

5 THE LEGEND OF ZELDA: 

A LINK TO THE PAST 

Nintendo : 

2 

57 

6 DONKEY KONG COUNTRY 2: 
DIDDY’S KONG QUEST 

Nintendo j 

3 

13 

7 FINAL FANTASY III 

Square Soil j 

8 \ 

23 

8 KILLER INSTINCT 

Nintendo 

II j 

17 

9 KEN GRIFFEY JR.'S 
WINNING RUN 

Nintendo i 

7 1 

« 

10 SUPER MARIO WORLD 2: 
YOSHI'S ISLAND 

Nintendo \ 

8 

13 

II SUPER METROID 

Nintendo \ 

6 

l 31 

12 SUPER MARIO KART 

Nintendo 

12 

43 

13 DONKEY KONG COUNTRY 

Nintendo 
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25 

14 MORTAL KOMBAT 3 

Williams 

17 

\ 12 

IS MEGA MAN X3 

Caprom 

! 13 

6 

16 LUFIAII 

Noisome 

IS 

2 

17 EARTHWORM JIM 2 
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13 

18 OGRE BATTLE 

Enix 

j » 
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19 KIRBY SUPERSTAR 

Nintendo 

! NEW 

1 

20 ARCADE'S GREATEST^m, 

Williams 

\ NEW 
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3. ASTEROIDS / MISSILE C 

4. DEFENDER / JOUST 

5. CENTIPEDE / MILLIPEDE 


IffJTNTENDO 64 
!. SUPER MARIO 64 (N64) 

. LEGEND OF ZELDA 64 (N64) 
SUPER MARIO KART R (N64) 
MORTAL KOMBAT TRILOGY (N64) 
CRUIS'N USA (N64) 

DONKEY KONG COUNTRY 3 
(SUPER NES) 

8. KILLER INSINCT GOLD (N64) 

9. GAME BOY POCKET 

10. SUPER MARIO RPC 
(SUPER NES) 


o THE LEGEND OF ZELDA: 
LINK'S AWAKENING 

Nintendo i 

1 1 

43 

Q DKL 2: atom's none auisr 

Nintendo i 

2 

3 

O DONKEY KONG LAND 

Nintendo \ 

8 

22 

4 TETRIS ATTACK 

Nintendo \ 

3 

| 3 

5 SUPER MARIO LAND 2:^™ 

Nintendo 

8 

48 

6 METROID II: at mm or sums 

Nintendo 


1 59 

7 TETRIS 

Nintendo 

| 3 

i 98 

8 WARIO LAND: super airno Lam 3 

Nintendo 

8 

| 27 

9 KIRBY'S BLOCK BALL 

Nintendo 


\ 3 

10 KIRBY'S DREAM LAND 2 

Nintendo 

\ 9 

\ II 


O SUPER MARIO 64 

Nintendo 

j 1 

2 

2 WAVE RACE 64 

Nintendo 

| 3 \ 

2 

3 STAR WARS:shadows or iHimmr 

Nintendo 

\ 4 

2 

4 PILOTWINGS 64 

Nintendo 

1 2 \ 

2 

5 WAYNE GRETZKY'S 3-D HOCKEY 

Williams 

NEW \ 
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WAVE RACE 64 
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Mission 


types in Blast Corps. These get 
• durable buildings, a faster carriei 


several different 


r and just 


challenging; 


i the earlier i 


Some of the missions are more complicated.thi 
others and require brains in addition to brawn; 
For example, you'll have to use the vehicles at 
your disposal to bridge gaps and to transport o 
vehicles to where they're needed. Even in the 


As you get the gold medal in each of the different missions, you'll be promoted i 
the ranks in the Blast Corps organization, from Rookie Wrecker, to Decorated 
Damager, to Expert Destroyer and beyond. 


RESCUE THE SCIENTISTS*! 


HANKS 


BONUS, TRAINING AND RACE 

^ Sk Til Find the SaleMile Anten 








Join Dixie Kong 

for a barrelful of Super NES || 
monkey business in Donkey * 
Kong Country 3: Dixie Kong's 
Double Trouble (DKC 3). Dixie 
must balance babysitting, banana 
collecting and bear bartering as she 
seeks the missing Kongs. 




You'll find a lot that is familiar in DKC 3, aloi 
The great play control from the first two garni 
rain to exercise it in. There are heaps of new t 
up and throw, break, bop and barrel thro 


mal friends have been added, inclui 

world map for secret passages in adi 
action levels. Your old pal, Funky 
vehicles in his fleet of rentals that will 






DONKEY KONG COUNTRY 3 


ITS SWANKY'S SIDE SttOW! 


te against that champ of chimps, that crusty curmud- 
Zranlcy Kong, in a contest of skill and chance. You will 
nanas and Bear Coins if you can conquer Cranky and! his 


Between targets, 
stay towards the ( 


the best position to 




THE BROTHERS BEAR 
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ARE IN MOTION 

Knock out all the Squeals to open 
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Defeat the Squeals in the wheels, then use the 
team throw to make Kiddy toss Dixie up to the 
higher wheel. From there, throw her up to the 
platform that leads to 

the Bonus Barrel. 
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Dranch just beyond t 


INVISIBLE 

BUDDY 


KreMwogd revest 


, ARlCtf! 


'Ambus# 


Kremwood " Forest 
demonstrates more of 
the diversity of the 
islands of Donkey Kong^ 

huge trees to climb up 
and through, dark, 
deserted mills . to , 
explore, and a couple of ' 
courses along raging 


! RIVET? 
RACE 


BOBBING 


BARREl 


BRAWL l 
L SYRINGIN’ 
SYIDERS 


1 the toughest, 
mping skills to 


BARREL 

SHIELD 

Bust-uY 


’ require pinpoii 


((D) '*"• i 

BffrveL Shield Bust-Up 









KIDDY CAN SKIP 


If you make Kiddy roll off a platform into the water 
and press the jump button just as he touches its surface, 
he will skip along the top. just don't try it when there 
rynHraanH are fish below! 


Kiddy's water-skip¬ 
ping skills to get the 
DK Coin. Go to the 


stop chasing you for a 
second. Backtrack 
and use Kiddy's water 
skip move to bounce 
over the water and 
onto Koin's platform. 


GOING 

DOWN! 

A green Buzz blocks the' 


knock him out, then jump up and 
fall through the trap door into the 
Bonus Barrel. 


Muvkj MiU 




.©I i 
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Ellie can take a trunkful of 
r and squirt it out of her trunk. 


Barrel, let the Knik-Knaks fly past, then i 


stepping stones 
and take a flying 
leap to go deep. 


BjhhinSf 





(EY KONG COUNTRY 3 
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CHALLENGE #\ 


TETRIS ATTACK FOR 
GAME BOY 
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Select Rivals and Extra Hard Game 

retris Attack has captured the hearts and thumbs of puzzli 
fans everywhere, and we have two codes that will enhanct 
^our enjoyment of it even further. To access the "Rivals" ii 
the two-player Vs. mode, press the L and R Buttons simulta 
neously on both controllers on the character select screen 
While holding these buttons, press A on Controller II. Thi 
will cause the Rivals to appear. This will also lock in Playe 
Two's character selection, but he or she can press B to can 
cel. If you've already beaten the one-player Vs. game on th« 
Hard difficulty level, then you're probably ready for an Extr 


Touchdoujn Dances 

If football is more to your liking than basi 
a dandy little code that allows you to cl 
your player does when he scores a touc 

of buttons shown below. There are eigh 
from. Who says big guys have no grace? 

Dance #1:Y+Up Dance #5: 
Dance #2: Y+Down Dance #6: 
Dance #3: Y+Left Dance #7: 
Dance #4: Y+Right Dance #8: 












ft DRAG0N] lEART ft ft HggggjgB 


Passwords 

'fdelp Sir Bowen uphold the knightly code of honor wi 
these passwords. Can you turn King Einon from his path 
evil, or is the kingdom doomed to suffer his wrath? 


Secret Rooms 

your quest is finally over. From the Start of Stag! 

(default set to Y) to warp. In Stage 8, make your i 
the Mall until you get to the gold fountain. Stand 
middle left of the screen and throw an enemy to 
off the screen. You'll automatically warp to an a 


-evel 2: BCDLST 
-evel 3: DCLTSB 
.evel 4: LCTBSD 
.evel 5: CBLSBT 


Level 6: TTSCDC 
Level 7: SDCDTS 
Level 8: BVDVSC 
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Super Star Wars 
has joined the 
exalted ranks 
^of the Players' 
~ Choice series, 
& and we have 
a Falcon-load 
^V' of tips and 
^tactics for the 
, entire game. 
May the Force 
be with you! 


































Hangar Bay 


Pedestrians definitely do not have the right of way in the Hangar Bay! TIE fighters 
heading out on patrol won't stop for anything, least of all a "Rebel scum" like you. 
The tiny maintenance droids will also try t 
you into the open elevator shafts. The only way to 
avoid them all is to take to the platforms above, 
can't get away from the fighters completely, 
from that height, you'll be able to jump c 
There's an Imperial Defense Droid protecting the 
Falcon, but 20 hits or so from the Plasma Wave gun . _ 

will turn it into Imperial scrap. It s vulnerable only 


-• 1 

;*£ m . .. \; 

ave S un 



Rescue 


The Death Star resembles nothing so much as an enormous beehive, and 
the Stormtroopers surely can sting! To find the Princess, go all the way right 
and wait for the platform to come down. Jump on and work your way to 
the top, then go right all the way and up all the way. Go left as far as you 
can and then up again. Go right to rescue Princess Leia. The Detention 
Guard blocking her cell is vulnerable when the bottom of his saucer opens 
up. It will take about 22 hits with the Plasma Wave gun to destroy both his 
forms. Han Solo is the best choice for this mission. 



The Care 
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Getting to the top of the Tractor Beam Core looks simple enough, but the 
trooper at the top of the shaft has a heavy Proton Gun with heat-seekers. At 
the Core, destroy the two droids along the bottom of the chamber then jump 
to either one of the center platforms. Stand against the edge: of the screen and 
blast away. Jump only when you need to dodge energy streams. 
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A MARVELOUS 

Sjame 



love adventure epics. In October, a new 
16-bit game that mixes RPG depth and 

Marvelous: Another Adventure Island fol¬ 
lows three boys, on an adventurous trek 
across a dangerous island. It seems that, 
during a camping trip, their teacher is kid¬ 
naped by pirates. This 24-megabit game 
features combat, puzzles, lots of plot and a 



strengths with which you can solve prob¬ 
lems or defend the group. Some players 

like EarthBound than a standard RPG, by 
which they mean that the characters come 
from a modern setting. But the action 
involves sailing ships, mysterious keys, 
friendly monkeys and more. Marvelous 



A WONDROUS GAME 

Another game that is headed for release in 
Japan is Wonder Project J2 for the 
Nintendo 64 from Enix. The first 64-bit 
RPG features great comic-style art in an 
unusual RPG format. The first Wonder 
Project J was a huge hit for the Super NES. 
The theme of the new game involves help¬ 
ing a humanoid robot named Josetto 
become more human. It seems that her 




QUESTIONS ABOUT 
QUESTS 


Alberto Vera of Roseville, Californio 
recently wrote to Epic Center with severa 
resting questions that we'd like tc 
er. Alberto's first question asks whether 
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SimCity 2000 from 
Black Pearl recreates 
the biggest simula¬ 
tion ever for the 
Super NES. Fans 
of the original 
SimCity will find 
more of every¬ 
thing that made the 
first game such a hit. 


ZiSIWiKUi 

The original SimCity 

planners to basic 

portation, pollu¬ 
tion, crime, property values 
and gifts. Dr. Wright was 
there to help you with sug¬ 
gestions, too. In SimCity 
2000, Dr. Wright isn't 
around, but virtually all the 


























































TRANSPORTATION 

In the original SimCity, the transporta- 
The model produced tons of traffic 


.1 produced tons of pollution. The 
only way out of the vicious cycle was 
to replace all the roads with rails, which 
was very efficient but not very realis- 


Straight roads mo_ 

with the greatest efficiency. 
Create grid patterns wherever 

CSoWding at 100% 
always. Place parks and trees 


FOUNDATIONS OF A 
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Prisons get criminals off the street, 
but they aren't the answer to a crime- 
ridden city. A full prison holds 10,000 
prisoners but releases one quarter of 
them every year. It can also become 
overcrowded. Prisons produce lots of 
lution, too. A better solution to 
me is to keep your police stations 


coverage is adequate. Use the i 

you can enact anti-crime i 
that help reduce crime. 


iS 
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The name's Mallard-^Maui Mallard, Quacl^^^^^^Sl 
posed to be on vacation, but that was before sMBPHnm 
A Shaman looking for a Mojo. Aflojo Idol. I didn't know a J 
Maltese Falcon, but® knew I'd find whatever she wanted. 'C 
she didn't exactly say she needed my help. But where eld 
she find a dashing drake with my intelligen^^MU^^H 
skills? Besides, I'd been meanin^^^^^^^^^^^H 
and explore the Just 

<»nc <>! tile debitor buttons took me dov 
the 


Can a bungling detective save 
a tropical paradise? Only if 
you help him out. Maui Mallard 
in Cold Shadow is a hilarious 
eight-level/ side-scrolling 
adventure. If you laughed at 
Earthworm Jim, you'll get a 
good chuckle from this pass- 
word-backed 32-meg game. 


MAUI MALLARQJN 













































MAUI MALLARD IN COLD SHADOW 


T$rr or 
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I holdflfpliis 


A lethal mist slowly rises from the bottom of the 
stage, consuming everything in its path. Stay above 
the swirling cloud by jumping up the platforms and 

climb any hjgher, wait for the urn with Quackoos 

platform so you can «*-1 
climb up to safety. iw v 
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e of his bony finger, the grateful Quack 
le to the Mojo Idol. It was a short trip. I ma 
i rocky cliff high above the island. Shabui 
n evil Mojo Shaman, danced between h 
;. Ligfttning bolts faked the purple sky 


the giitteringeyes of 
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Your fighter is primed and ready. 

You have all the moves. A bit of 
shrewd bidding won you the 
right to hold the Killer Instinct 
match in your favorite arena. 

Now it begins. Move against 
move, the fighters clash, 
throwing special attacks at 
each other and stringing 
combos together to inflict 
maximum pain and humilia¬ 
tion. You can sense the mas¬ 
ters at the Ultratech Corp 
sweating bullets. Your oppo¬ 
nent screams out his challenge, e ^ 
"Sammamish!" and rushes for- 
ward, but you have all the o he e ^j‘P°Co mpan 
cards. Unexpectedly, you whip Street 

out a special combat effect ' m ° 04 

and trip up the rash pre¬ 
tender. Oof! It's over. He 
doesn't get up. But ^ 
maybe it's just the 
beginning. 


Sssst 


e- & mg y c 

‘tat 






MliRIS'S THIS DlsAi- 


ypically, you play Kl with a 60-card deck, 
which is the size of the starter deck from 
Topps. Expansion sets are also available for 
players who want to customize their decks 
and set them up with the best mix of cards possible. In the 
section below, you'll learn about the different types of cards. 
Play proceeds in four steps: the Draw Phase, Promotion 
Phase, Combat Phase and End Phase. In the Draw Phase, 
players fill up their hands, move cards and discard extra 
cards. In the Promotion Phase, players bid for arenas and 
make match-ups. The Combat Phase determines the outcome 

points in your trophy pile and determine if winning condi- 


of the combat is the innovative bloodline on the tops of the 
cards. It works like this: opponents show their cards at the 
same time and place them head-to-head. If your bloodline 
covers the area where your enemy's damage number appears, 
then you get a hit. Each fighter begins with 28 hit points, 
which are counted down with markers or pencil and paper. 
The second innovation in Kl the Collectible Card Game is the 
use of combos. Combo symbols appear on both sides of 

row and the combo symbols match on the two cards, then 

these two concepts, the game becomes a matter of strategy in 
which you outmaneuver your opponent. When you add the 
wide variety of Combat Effects that can be played on top of 
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When the lights are about to 

sudden tarn arofF™^ a 

COMBATIimiCT 




PBOMOTION lil : l : liCT_ 
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TOI*l* ART SB 



CREATION OP 
A GAMIE 



CHECK OUT TI-IIE WINNING DECK 
PROM TI-IIE Kl NATIONAL CHAMPION 


ORCHID'S FIGHTER STACK 
Baton Crunch! 

Fire Cat! 

Flik Flak! 

Ichi-Ni-San! 


MOVES 
Fire Cat! x2 
Flik Flak! 

High Quick Kick! 
High Quick Punch! 


Humiliation! 

Low Quick Kick! 
Low Quick Punch! 
Niguu Giri! 


Terminal Velocity! 


Death of Orchid! x3 
Efficiency Exxpert! 
Even Up! x3 
Exploitation! x3 
Holding Corp! 

Idea Men! 
Inspiration x3 


Laser Batons! 
Mole! x2 
Network! 

Recycle! 

Rule the World! x2 
Saboteur! 

Shadow CEO! x3 
Shadow Spies! x3 


Stall! x3 
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in New York's miniatun 


1 Little States Island 
rsion of Central Park. 
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f LEGEND OF THE SEVEN STARS 

I HOW DO I FIND SAMUS ARAN? 




HOW DO I GET THE PRINCESS'S CROWN? 




VOLUME 90 ( 0 ) 














FINAL FANTASY III 


WHERE DO I FIND THE MOOGLE 
CHARM? 




WHERE IS THE ANCIENT CASTLE? 



castle to submerge beneath the desert. 
During the journey, the castle will stop and 
the man will mention something about a 


to stop and explore. Walk to Figaro Castle 


cave leading to the Ancient Castle. 
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QR A FAST FACTS 


taTo: 

Counselors' Corner 
P.O.Box 97033 I 
Redmond, WA 98073-9733 


FINAL FIGHT 3 

L How canffind the different routes 
through the game levels? 

Try destroying the doors you see in the- : 
background scenes of the stages. Some 
stages do not have doors or different* 
routes, but it's important to try all of 


fou cannot break him out of jail. 


FRiNTIC FLEA 

Q: What does diagram do? 

A; The diagram displays the percentage of 
fleas you collected in the stage. 

Q: Is there any way to continue? 

A: No. 

Q: How do I get credit for rescuing a mini¬ 
flea from a Pain Pod? 

A: Wait until a number starts counting i 
down above the pod, then rescue the 


platform abc 
Man Stage? 


left to the Power Pellet. 

Q: How do I get the Power Pellet behind 
the steel wall in the Sky Fortress? 
A: Use a powered-up Atomic Fire blast. 
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Entertainment is 
combining a quintu¬ 
plet of the biggest 
arcade quarter 
munchers in history 
on one Super NES 
Game Pak. Get set for 
a five-star blast from 
the past! 
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high and low to find them. 


local pizza parlors ar 
our daily allowance 































ARCADE'S GREATEST HITS 












01T RIADY TO tf||t 
WHIZZ* A HARRIKD HAI 
WITH NO TIM1 TO SPAN 
SUPIR Nil PLAYIRS CAI 


a™.: -njUh -jo numerous bonus goodies to 
help him keep ahead of the dock. As well H| 
ft as offering loads of fast-paced challenge IT 

mk for gamers of all ages, the game provides IjWvM 

■ players with plenty of chuckles while they KsSbBsbI 
W help the^funny. littleTbunny find his ride While Whizz’s 
y jnj‘bgcbSe.a-winner! 




Whizz’s Wonderland 


. players will hop through 1 


keep an eye'on the 
Pgff gy w clock..Iflyour timer 
UlrvfA . r> . rrl ts- looking a little 
low, ybu1[.be better off just' finding 
.your balloon as fast as you can, 
| rather than ru np i ng^ufoLtime; and 
9 have to begin again at the start of 


A Affttit’s ACuffrds! 


ind. jiar^ fhroughout ev 
rfar his"efforts!-Whizz"' 


sUofobis lootT 
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Cliffs in the Clouds 


a delay Whiz 
t balloon. 


against one of Whizz's 
opponents, it'll be 
replaced with one of two 
types of munchable mush¬ 
rooms. The red ones will 
restore Whizz's health, 
while the blue ones will 
U-onl^doJtim harm. ~ * r 


In this stage,-Whizz will encounter: some big butt 
that, when pushed, reveal some.preyioUsly hidder 
bridges. If the switch is on the side of a wall, Whi 
can hop ontopof the button to get to whatever 
.bonus items might be on the ledge above it. 

STAGE 1-3 G 

; jritfiis stage.ofthe.game, you : re going to spend 
tons oftirhe just figuring out .which way to go. 

. There are plenty of buttons.to push, loads of 
bonus items to pick up, and lots of chances to ge 


f10 i11ng jlatform? 
be esjust i ng 
■ fight with him^onthe 
skip the shortcut. 


jd.tWhizziCcIeverenough: 

I 'to grabithe blue, cobbled 
I cube that'sjlocated on the 
l-ledgejgst above and to : , 
[theieftof thisjreaPie'll 
I- beabietabreak up the big" 
IroGk'SlabthftXkeeping'T' 

I this platform from rising. 






STAGE 2 A Snowbound Bumuj 


* TheBimny hadjDetter.bundleljpl-WhizzVnextrstopis 

VVhC-yGU^re much more likelj 
-slogfes and snow-covered c\ iffs.Tha'n_you were in the 
-den-feyvardsrand secrets*to^rrcove>in tfiis cppFsefie 


Dfperpetua 




weight will fall right back 
ontopofhislittle head! 


STAGE 2-3 


STAGE 2-2 

"■y® Whizz will complete this next 

Jj 'piclajp some easy bonus, _ 

. points each time he passes 

ap u r.f iU::- k. r. " 1l 
T-crashesinto a flag, he'll fall off: 
I his sled and have to finish the 


killer wh ale will help 
te the stage’s last 
jut only if Whizz is 
ugh to find the hungry 









STAGE 3 Wtftev, tvQvsttbQvVl 


Having left the snow far behind, Whizz has moved to the tropics for a little 
the sun! This time he'll have to contend with lobsters, crabs and even beac 
while he hunts along the sandy shores and through sunken ships for his b 
^j]SCe-Wb[z^i|^bt The worlds g^te'stjwimmeT'; Je'JJ-.geHielp'Trorn a 


5 Whizz will find a 


irine handy 


wide stretch of 
;:geTting ; his-feet.- 









STAGE 4 A ttSfVt Wilin’ ttffre 


louse of cards inhabited by some colorful jokers, bad-te 
nd slow-moving chessmen. There's plenty of fun and gi 
but make sure you keep a look out for those hard-to-fin 
^ _y.6.u^rgoing^to ne'edirlT tbe^xtr^rfig&oifcan-^gggrrf 


STAGE 4-2 


, the-bUWjK* 








Story mode provides the inside scoop, describing 
why your character is in the ring and what will hap¬ 
pen if he or she goes all the way. Assume the role 

of your favorite ^ _ 

fighter and battle g 


contestants to win 
the tournament. 


Toshinden has versatile options for two-player fun. You 
can link up with two Game Boy games or go at it with a 
Super Game Boy and two Super NES controllers. Two- 
player mode does not include a handicap option. 


AN IMITATION! 


You're invited to put your life on the line in the most notorious underworld 
tournament in the world. Nintendo presents Toshinden Battle Arena, a one- 
or two-player Game Boy tournament fighting game packed with hidden 
characters, moves and codes. This portable Pak looks great on your Super 


reads like a bad fortu 
puter Al and a cast n 


eginning pla 


Whether you're having a tough time against a particular 
opponent or you just want to fight one or two matches, VS. 
CPU mode is for you. Choose your favorite warrior and I 
challenge any of the eight opponents. You cannot select 
hidden characters in this mode. 
















enough to scroll through 
ssages will find every secret 
fou can also peruse the text 
sible ending in Story mode. 


















Highlander v\ 
Eiji Shinjo's 


a protect his secret mine 
ngo's strength and tough 
il choice for beginning 




t swordsman 
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lA' V K .W Q -N64 Q -SUPER NES f ^BH-GAMEBOY 

UliJUliftlUfl If you like the same types of games as our 

1 pro players, then check for his or her seal of approval on the chart. 

1 O Scott -k Henry 

1 Sports, Simulations, Adventures Fighting, Action, Sports 

1 Hr Leslie fk Dan 

1 RPGs, Puzzles, Adventures Action, Adventures, Puzzles 

1 Hr Paul ☆ Terry 

| Fighting, Sports, Simulations RPGs, Simulations, Sports 

These Independant Digital Software Assoc, ratings 
reflect appropriate ages for players. The cate¬ 
gories include: EC=Early Childhood, K-A=Kids to 
Adults, T=Teen (13+), M=Mature (17+), A=Adult 
(18+1, l\IR=No Rating. To contact the IDSA regarding 
the rating system, call 1-800-771-3772. 
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1164 TAKES OFF 



MORE N64 NEWS 

Here's the latest on new N64 titles. Virgin Interactive plans 
an N64 version of Command & Conquer and GT 
Interactive plans to convert Quake and Hexen. Ubi Soft 
has an action adventure game currently entitled HED, but 
that name is likely to change. Crazy Cars from Titus has 
also been announced as a likely N64 title for 1997. 
Interplay is planning to make a golf game and a baseball 
game. Finally, Namco is working on an N64 sequel to the 
Tales of Phantasia RPG along with a baseball game. 


JEOPARDY! 

RETURNS 


The popular television game show is back from GameTek 
in two new versions for Game Boy. The Jeopardy! Teen 
Tournament version has categories and questions intended 
for teenagers while the Jeopardy! Platinum Edition, appar¬ 
ently, is being targeted at the platypus—an egg-laying 
Australia... Sorry, all the facts in this 
game start haunting you 
after a few sessions. If you 
fancy yourself an egghead, 
though, you have sixty sec¬ 
onds to spell out the right 
questions and win big 
video cash. Two cerebel¬ 
lums can clash simultane¬ 
ously to make it a real con¬ 
test, as well. As for the difficulty of the Teen and Platypus 
editions (sorry, Platinum) both are pretty challenging. Hey, 
if you don't have fun with it, at least you'll learn something. 





GEARHEADS 




Philips Media, a new Super NES publisher, transfori 
oddball toy-fight game, Gearheads, into a Super NE: 
the likes of which you've 


design of Gearheads. The 
idea is that you are hav¬ 
ing a battle of toys. You 
have certain types of toys 
in your toy box and your , 


e playing 


toys across a battlefield 
while your opponent 
launches a counterattack. 
If any of your toys make it 



score a point. The trick is to block the other playe 
with just the right toy from your box. It's weird and 
very intuitive, but Gearheads has a certain manic 
Once you learn what each toy does best, you'll hav 
incredible battles. 


STREET FIGHTER 

RETURNS 


The Street Fighter license is enjoying a rebirth tl 
i Street Fighter Alpha 2 from Nintendo js just the be* 
Fans of the world warriors will have to set aside 
half an hour at 11:00 AM on Saturdays so that 
they can tune into the USA Network's Street 
Fighter: The Animated Series. The first season 
introduced the Street Fighter team with 
Colonel Guile, Ken, Ryu, Chun Li, Honda, q- 


Shadowloo empire headed by the 
sadistic M. Bison and his hit men: 
Sagat, Vega, Zangief, and Akuma. 




include 13 new episodes and introduce 
characters from the Street Fighter 
Alpha 2 game. We've also heard that 
one episode will focus on Final 
Fight. The producers of the show 
promise that this year's episodes 
will be darker, fiercer and clos¬ 
er to the spirit of the games 
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STREET RACER 

Ubi Soft returns to the well for this Game Boy racer, repris¬ 
ing its Super NES game from 1994. Street Racer steers clear 
of the traditional racing genre by putting nutty characters 
in the driver's seat and giving the game a combat element. 


As you whip around the tracks in head-to-head competi- 
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BLAST CORPS 

CRUIS’N USA 

FIFA SOCCER G4 

KILLER INSTINCT GOLD 

MLB FEATURING KEN GRIFFEY JR. 

MORTAL KOMBAT TRILOGY 

NBA HANGTIME 

STAR FOX 64 

STAR WARS: SHADOWS OF THE EMPIRE 
SUPER MARIO KART R 
TETRISPHERE 


FALL ‘96 
SPRING ‘37 
FALL ‘96 
FALL ‘96 
SPRING ‘97 
FALL‘96 
WINTER‘97 
FALL ‘96 
WINTER ‘97 
FALL ‘96 
FALL‘96 



COLLEGE FOOTBALL USA ‘97 
DONKEY KONG COUNTRY 3 
GEARHEADS 
INCANTATION 


NBA HANGTIME 
NHL‘97 

ULTIMATE MORTAL KOMRAT 3 


FALL ‘96 
FALL‘96 
FALL‘96 
FALL ‘96 
FALL ‘96 
FALL ‘96 
FALL‘96 
FALL ‘96 
FALL ‘96 




BATTLE ARENA: TOSHINOEN 
FIFA SOCCER ‘97 
JEOPARDY! PLATINUM EDITION 
JEOPARDY!TEEN TOURNAMENT 
MADDEN ‘97 
MOLE MANIA 
SPEED RACER 
TAZ MANIA 2 


FALL ‘96 
FALL‘96 
FALL‘96 
FALL ‘96 
FALL ‘96 
WINTER ‘97 
FALL ‘97 
FALL ‘97 
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WIN YOUR OWN 

MBA 

™ HANGTIME 
ARCADE GAME! 


jur own player and play through 
season—without going broke! 


.j 


H Plus NBA Hangtime fur 
both Super NE5 and 
i N64, from MIDWAY! 


2MD^ 5 winners 'mMiui 

PPI 7 C Official NBA 
g amE Balls 

Full Grain Leather 

And NBA Hangtime 

Game Paks for Super NE5 and N64! 


50 winners 

Nintendo Power 
T-shirts 

Crash the boards i 
in a Power T! J 
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